Be the first to accumulate 30 Honor for
your Dwarven Clan by crafting items for
Adventurers.

Game Board
6 Mining Dice
5 Backpack boards
5 Player Pawns
42 Adventurer cards
18 Orc Mischief cards
24 Arcane Crystal
24 Mithril
24 Alchemist Powder
5 sets of 5 rune markers
48 treasure chests
6 Orc markers

Alchemist
Powder

Mithril

Place the board in the center of the play
area. Place the Arcane Crystals, Mithril,
and Alchemical Powder resources on their
respective places on the board. Shuffle
the Adventurer and Orc Mischief decks
and place them on the board. Place the
Treasure Chests in the Vault. Place the dice
within easy reach.
Each player takes a backpack board, a
Player Pawn, and a corresponding colored
set of runes. Place the Runes in the four
rune slots on the backpack.
Deal each player four Adventurer cards.
Players keep three cards secret and place
the fourth of their choosing face up by
their Backpack. Players do NOT score
Honor for this Adventurer, but they are
immediately available to hire.
Determine who will go first. Beginning with
that player, distribute gold according to
the chart below. Play proceeds clockwise.

Arcane
Crystal
Treasure
Chest
Rune Marker
(example)
Orc Mischief
Token

Player 1
Player 2
Player 3
Player 4
Player 5

0 Treasure Chests
1 Treasure Chest
2 Treasure Chests
3 Treasure Chests
4 Treasure Chests

Each player’s turn is divided into three
phases and must be played in order;
Mining, Crafting, and Fulfillment. You don’t
need to do all three phases in a turn.
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go here (max 7).
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Runes
(one
set per
player)
Backpack Board (1 per player)

Resources (24 each)
Adventurer Deck

Orcs: Each time you roll an

Delving

Roll the six dice and view your results.

Resources: For every Arcane

Crystal, Mithril, or Alchemical
Powder take one of those
resources and place them into
your Backpack. If your Backpack is
full you may have them to the side
till the end of your turn.

Gold: For each Gold you roll, you
may take two Treasure Chests
from the Vault and place it in
your Backpack on the Treasure
section.

Burglars: Burglars allow you

to steal from other players.
Unless changed by hiring
Adventurers, you only have
one Burglar action per turn
no matter how many Burglars you roll.
You don’t have to spend all of your Burglar
dice, unspent ones are simply not used.
One Burglar allows you to steal a gold from
another player, two allows you to steal a
resource from another player, and three
allows you to replace another player’s
Rune Marker with your own. Return the
Rune marker to its owner.

Orc, place an Orc marker in
the Orc Mischief Track. When
there are six Orc markers
in the track, Orc Mischief
activates immediately. Note:
even if you use an adventurer to re-roll orc
dice (such as a Warrior or Paladin) the orc
Marker still is placed. ANY time an Orc is
rolled add an Orc marker to the Mischief
track for each Orc rolled (unless there are
no more markers).

Orc Mischief: This activates

any time all six Orc markers
are on the Mischief Track.
When this happens, the active
player overturns the top Orc
Mischief card and must follow
the instructions on it. Some
cards affect the active player while others
will affect all players. Remove the Orc
markers and the process begins again.

Hiring Adventurers: As Adventurers are

fulfilled, in addition to granting you Honor,
they also each have a game changing
power that becomes available. Any
player may hire any fulfilled Adventurer
regardless of who fulfilled and scored
it. While you may hire any of your
Adventurers for free, you must pay your
opponents one gold to hire one of theirs.
Each Adventurer may be hired once per
a player’s turn. Note that the Adventurer
placed by a player’s Backpack during setup

is owned by that player even though they
do not score Honor for it.
Powers of Adventurers may violate
the standard rules of the game, that’s the
point! Use your Treasure wisely and hire
the Adventurers that will help you claim
Honor for your Clan!

D

Miner’s Tip:
Different Adventurer’s powers are
useful at different phases of your turn.

The most common way
to craft items is with
resources. Each of the 16
items show the resources
needed to craft it. When
you have acquired those
resources you may return
them to the cache on the
board and place one of
your Rune Markers on that
item’s space. Only one
Rune Marker may be on
an item at a time (unless a
hired Adventurer mitigates
this). Rune Markers stay on the board untill
you fulfill the Adventurer you’re working
on or choose to return it to your backpack
if your crafting plans change.
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Miner’s Tip:

If you’re short on Resources you can
always purchase resources from the cache
for two Treasure Chests each. Pay the
Treasure Chests to the Vault. Also, don’t
forget the value of a couple Burglar dice to
steal a resource from a fellow player!
You can also spend Treasure Chests to
purchase an item as well. Treasure spent
this way is placed
on the space as a
reminder and is
returned to the
Vault at the end
of the Fulfillment
Phase. The advantage of using Treasure
is that you don’t place a valuable Rune
Marker and can purchase an item where
another Rune Marker resides. The
disadvantage is that you must use the
purchased item(s) this turn to fulfill an
Adventurer or the purchased item is
lost. A particular item always costs as
much Treasure as resources required to
Craft it. For example, an Everfull Tankard
needs three
Resources
to Craft it.
Therefore,
three Treasure
Chests are
required to
purchase it.
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Fulfilling Adventurers

Declare that you have enough items either
through crafting or purchase to fulfill an
Adventurer. Place the Adventurer from
your hand to the table near your Backpack
and any other Adventurers you have
fulfilled. Score their Honor Points on the
scoring track with your Player pawn. You
may Fulfill and score multiple Adventurers
on a single turn.

Cleanup

Return any Rune Markers on items you
used to fulfill Adventurers. Other Rune
Markers may remain in play. Return any
Treasure Chests on items to the Vault.
At the end of your turn, you may only
have a maximum of six Resources in any
combination and seven Treasure Chests.
Return any surplus to the Cache or
Vault, respectively. Draw two additional
Adventurer cards. Keep one in your hand
and discard the other. Pass the dice to the
player on your left.

Miner’s Tip:
Remember; DURING your turn you may
have more Resources and Treasure
Chests than you can fit in your pack. It’s
only at the END of your turn that you
need to discard any surplus.

The game ends as soon as a player has
scored 30 Honor Points on the Scoring
Track.

There are several ways to craft an item.
You can;

a. roll the needed
resources.

b. use three
burglars to swap
your Rune for an
opponents.
c. spend Treasure
Chests equal to the
number of resources
needed.

Once you have acquired
the necessary Items you
may Fulfill the appropriate
Adventurer Card from your
hand. This Cleric will grant
you 6 Honor points and will
allow her power to be hired
by you and your opponents.

~Cleric (6)~ When Mining you may
re-roll an Orc.

“It has been an honor to work alongside Larry Elmore bringing
Dwarven Miner Reforged to life. He is warm, kind, talented, and
has been a point of inspiration to me since I was a kid just getting
into fantasy and gaming. Our industry stands upon the shoulders
of giants like him. Thank you, Larry.”
~Mike Richie
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